How 1 actually make bookb 

By BFHM_Gaming, 10/10/2020 

Ok SO I still haven't had any book requests (which isn't surprising to be honest) 
and this book is basically about how I make these books. Very interesting. 


So first what I do is get the block which is the book you click on in the game. I make a new 
part and then insert a ClickDetector and a SurfaceGui. In the SurfaceGui I put a Textlabel 
and in THAT, is the title of the book that you see on the back of it in the game. This 
probably sounds a ^ so here’s a screenshot: 
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So after I've done that (that's all of the book that is in the workspace), I make a new ScreenGui in 
StarterGui. The name of the ScreenGui will be the same as the book that it activates. In each 


ScreenGui, there are one or more Frames, each called pg and then a number; these are the pages. 
In each page there are TextLabels which are the chunks of text in the book. There are also 
sometimes ImageLabels too, like that one up there ^ « st^rterGL.! 


There is also a LocalScript in the GUI as well. Without this, the whole 
book wouldn’t work. And then of course there are the page switching 
buttons and the close button. In the most recent update before this 
book was released, I made a new system where you can only have one 
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book open at a time! Extremely interesting and not boring!!! Oh yeah 
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and I’ve tried to squeeze in a screenshot of a book at the side »> 
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Now it's time to move on to the very interesting topic of scripts! 


It's probably obvious that the longer a book is' the more scripting is needed. At the moment, with 2 pages, 
the script is41 lines long. I am terrible at scripting, so I was just barely able to make a book that opens 
and closes. Even then I was surprised. Anyway, if you really want to see, here's the script so far: 
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local lai * script . Parent 
local p?l * ui . p<;7l 
local tjutton * tl.Close 

local t»ooJc * ^ame . Wor Icspace : WaitForClLllci < ^BoolcS > 
local si * 111 : WaitForCiillcl t "^31" ) 
local 32 = ur :HartForCtiiic±< "s2« ) 

local pgr2 = ujl 2 WarrForCiir lcl ( ^pg^2 ^ > 

local l»OOlccietect ion = . P I jayf*-r g . r.nr-: 1 P 1 _ Rmri irDfa-h c*r. t 

PooJc. ClicfcE>etect or - MouseClic^ 1 Conne ct ( rnnot ion ( y 
I t Poo IcOete ct ion . Value' = trne men 
print ("A Poole IS already open*”) 

^ else 

pgrl .VisiPie = tirae 
sl^VisiPle = true 
s2«VisiPle = true 
Putton,VialPle = true 
Poolcdetection , Va lue = t rue 
print t"open") 

end 

end) 

^ Putt cm .Mou^eBut tonlCllclc : Connect < function C ) 

P9l,Vls:lPle ^ Ccilse 
p?2 .VisiPle — Tctlse 
sl.VisiPle ~ £also 
32,Vi3iPic — False 
Putton.ViaiPle — False 
print < "closed"') 

Poolcdctcction - Value — False 

end) 

31 - MouseButtonlClicJc : Connect ( Function ( > 
p<jl-ViaiPle — true 
P 92 -ViaiPlc — False 

end) 

V a2 ^ MouseButtonlClicJc : Connect { Function ( > 
p^l.VisiPle = False 
p4g2.ViaiPle = true 
end ) I 


As you can see at the top, I start by adding lots of 
^/ariables. This bit's really boring so basically what 
happens is when the game detects that someone has 
chicked that book, it opens the UI, and when they click 
close it closes it. The newest bit to the ga me is the 
^/ariable called bookdetection. This variable is used to 
check whether the user has a book open or not. 
bookdetection is a BoolValue, which means that it can 
only have 2 values: true and false. If you look down a 
bit to the place where it says 

''book.ClickDetector.MouseClick:Connect(Function()", 
near the bottom ofthat chunk it says 
"bookdetection.Value^true". This means that when 
the user clicks the book that is in the workspace, it 
makes the BoolValue called Bookdetection true, 
meaning you can't open any other books until you 
close it. Very simple. 


Yeah so that's basically it explained much simpler 
than it actually is... But yeah thanks for reading:) 


